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From The Editor 
Welcome to Issue #14 of the Official SMITE 
Magazine! If you're new to joining us, this 


magazine is a project completely created by 
community members, from the artwork to the 
articles - It’s all driven by the community! 


In this issue we have a ton of great content, 
artwork and screenshots such as a closer 
look at the newest released god, Ah Puch, 

an article on why you should be picking up 
Bloodforge rather than Devourer’s Gauntlet, 
and an interview with SMITE Sound Designer 
- Chris Rickwood. You can find this, and plenty 
more, inside this issue, so get stuck in! 


Steve Greenfield Kris West 
Managing Director Editor 


Exe fl West 


ff 


OFFIGIAL MAGAZINE 


GameOnMagazine 


ws CON EN | S scsiaeinacieeicitaeeenaninatnieisceneiniiniaseasitcimatontinittnitninnciutininntesinismtininneitninnietsinnnoiasmninntitnntateinie 


| 
: 


Onin 


WANN 


Game Modes: Sticks and stones? Word! 8 
Diary of... Scylla 10 
Interview Chris Rickwood; Audio 

Director for SMITE 14 
Office Gods: HiRezKaostic 18 
Who Is Ah Puch? 20 
Chang’e & Hou Yi 26 
In Theory: Yu Huang, The Jade Emperor 36 
An Interview with HiRezKaostic 42 
Against the Grain 46 
God Re-Envisioned: 

Warrior Vulcan 50 


The Official Si , The GameOn Magazine 


SSS 


THANKS T0 OUR 
patreon SUPPORTERS 


We are able to continue to pump out these magazines every month thanks to 
our supporters on Patreon. If you'd like to help out, and get rewards for your 
support! Click anywhere on this page to find our more information. 


THANK YOU TOO: 


SUBSCRIBER 
Nima Bullock, Eric, Eric Johansson, Korey, Thomas Karlsen, Brandon, Benjamin Wallace, Oliver 


Ss AHHH 


manlyyuunuuuuue 


Oni 


SUPPORTER 
Matthew Simon, Rachel (Riode9), Alex Cascio, Vitala, Jyles Lulham, Jacob Mongold, 
Anthony, Chris, Philip Jeavons, Daniel Christensen, Vincent, Samuel Respicio, David M, 
Christopher McAuley, Keoni Russo, Ben Loham, SonnaheRZ, Stefan Cooz, Sobersniper 


The Official SMITE Magazine #14 The GameOn Magazine 


The GameOn Magazine 


Ine 


f the magaz 


ISSUE O 


We will have a full run down on the scamp 
the next 
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Ratatoskr, the Sly Messenger, has been announced 
and tested within the Public Test Servers! The 
squirre 


initial response was very positive, with the 
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date with all the latest in the SMITE eSports 
scene, be sure to follow (@SMITEPro on Twitter! 


The Spring Split finished late last month with 
AFK Gaming reining victorious! To keep up to 
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AND STONES? WORD! 


Ladies and gentlemen, | have returned from my 
epic journey of Epicness, and today we resurrect the 
glorious game modes. In this game mode we face 
off with some of the fiercest gods and goddesses. 
We have three Hunters facing off in this 1v1v1 
game mode. These Hunters are among the top 
damage dealers and boy are they scary to face in- 
game. There have been disputes on which hurts 
more sticks maybe, stones possibly, and words. 
Well we'll have to see. This game mode Is all about 
strategy, and we will talk about some tips later 


about how to put these strategies into effect. 


MAP DESCRIPTION 


The map consists of three single lanes that intersect 
into a circular, arena-like battleground. In each lane 


there is a single high-damage, indestructible, and 
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By Robert Sirio ~~~ 


cool-looking tower that is put in place to prevent 
Spawn camping to stack up on kills. The area 
surrounding the central battleground is a small 
jungle with buff camps only. There would be a total of 
nine camps, which are additional fighting hotspots. 


| mean, who wants a fed Anhur with power buff. 


GODS AND GODDESSES 


The gods and goddesses being used for this game 
mode are *drum roll* Apollo [as if that wasn’t 

a surprise], Anhur, and Medusa. Apollo will be 
symbolizing and competing for team Word. This 
sultan of serenade will keep you mesmerized with his 
voice long enough to “knock ‘em dead”. Anhur, king of 
the shifting stands, will fight for team Sticks. This cool 
cat will pierce through his enemies with those javelins 


and maybe enjoy a nice kabob with the Fire Giant later. 
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Finally, we have Medusa crushing for team Stones. 
This sinister serpent is ready to entice you with a 
paralytic gaze and keep you on her lawn as some 
nice decorations. If players were to queue they would 


have a 1/3 chance of getting each of the characters. 


OBJECTIVE 


The objective of this game mode is to demonstrate 
some awesome hunter skills and prove that VEG 
(“I’m the greatest”). It also shows some versatility 
with hunters, for their kits are entirely different from 
one another. How will one deal with the mobility of 
Apollo, the sheer power of Anhur, or the devastating 


heal reduction of Medusa? Only time will tell. 


STRATEGIC GAMEPLAY 


The greatest strategy for this game mode 
is build choice. Will you go for the sustain, 
mobility, or damage? None are completely bad 


choices, but it can very well determine your 


standing, depending on your character. 


mm /Penguin®f Death 


Another good strategy is the good ol’ whisper system. 


Apollo: /msg Medusa “Hey, let’s team 
up and take on Anhur as 2v1, ok truce?” 
Medusa: /r “yeah sure that sounds like a plan” 
Medusa: /msg Anhur “Hey Anhur, buddy... 
Apollo asked me to team against you | told 
him | wasn’t sure. How about you and | team 
up versus Mr. Popular over there :D” 
Anhur: /r “W8 wut? I'LL be fine I’m broken right 
now hahaha. GL with your 2v1 vs me” 
Finally, the best strategy of all, is to farm up both of 
the opposing minions. In this system, whichever team 
does the most recent damage to the minions will be 
awarded the gold. Not to mention it’s a much faster 


way to farm up those ‘Devourer’s Gauntlet’ stacks. 


WINNING THE GAME 


At the end of the game, whoever wins will have 
their win added to the world average to show who 
truly is, the better Hunter. It probably won't be 
accurate for many reasons, but it’s a fun idea. = 


By Robert Sirio 
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DIARY OF... SCYLLA 


By Thomas Tian ~~~ 


| have decided to write about my adventures on land. It was a spooky time for me, and! was 


told if | write my adventures down, my English would get better! | wish Cyril would stop eating the 


paper though, this is my third time writing this. Well I'll start from the beginning | guess. 


DAY 1 


| never thought once I'd get the chance to go on land. 


When | first saw it | was quite scared, Zoey took well 
to the new surroundings though, she went right 
ahead and ate up all the crabs! They were fighting, 
and Zoey hates seeing people fight. She mainly 
solves fights by eating, but that’s ok. Getting back 

to the point, | was called by the Greeks to come to 
war, | don’t really know what a war is, but it sounded 
like fun. Eating sailors and destroying ships gets 
boring after all. So, this girl called Nemesis came 
and picked me up on a dingy. (Hehe, dingy.) She told 


me that ‘someone’ destroyed all the nice boats she 


had procured to try and fetch me with first... | wonder 


who someone is... | would have swam there, but 
the girl told me that I'd need all my energy, as some 
mean people were going to be there. That's how | 


ended up on a beach with crabs and all that stuff. 
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After we got past the beach she showed me to where 
| would battle. She referred to where | would be 
battling as a “lane”. You're probably thinking what 
| was thinking, might as well refer to it as lame. | 
wanted to fight stuff and so did Ajax, Achilles, Cyril 
and Zoey. Then | saw the thing | would be fighting. 
It was a rock. Adamn rock. | had left my home in 
the ocean, where | had a nice view of boats being 
devoured by Charybdis to fight a rock. She told me 
it was something called a Geb. To me it was still a 
rock. A walking floating pile of rock. Suffice to say | 
was not rocking this. (| used a big girl word, Zoey!] 
| spent a majority of my time just crushing him, 
with Ajax and Achilles constantly biting at him, not 
that it did much. He's a rock. | did also meet some 
of my other enemies, a big cat thing tried to throw 
some Spears at me, it was almost adorable. | also 
saw a dog thing, he had icky bugs coming out of 


his mouth! Ewwwwww. In short my time in “Lame” 
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was not fun. | destroyed no sailors, no boats, there 
was barely even a scream. Ajax and Achilles’s teeth 
are much less sharp from biting at a pile of rock, 
and I'm tired from killing some little guys called 
minions. They were similar to sailors, but when | 
killed them they didn't scream. Not even once. A 
majority of the time their bodies would become 
like a ragdoll and fly away, never to be seen again. 

| admit that was funny though! So | was eventually 
told | could have a rest, but | would be transferred 


to an “Arena” for another battle. War is boring! 


DAY 2 


| was rudely awakened the next day by a small girl 
called Ne Zha. She was quite rude, and weirdly kept 
referring to herself as a “prince”. This place keeps 
getting weirder by the second. | was then met by 
some more gods, of which | can't remember the 
full names of. There was a dragon dude who was 
REALLY spooky, and a girl with a talking rabbit 
which Cyril nearly ate (Bad Cyril!) There were some 


more people, but they didn’t really stand out to me. 


The Official SMITE Magazine Issue #14 


They took me to an arena, where we were going to 
fight against some other people to send miniature 
people through a portal. BOOORRRIINNNG. 


As you could imagine it wasn’t very exciting. | did get 
my own kill on the battlefield though! All of the dogs 
went and swarmed a doggie, and it got crushed. 
Some people refer to this as animal cruelty, but this 

is what what happens when you unchain wolves! 
Anyway, we managed to send all the little guys 
through, along with a big circular thing. It was glowing 
and really shiny. | asked where | could get one but 

the guy ignored me. Ne Zha said that it used to be the 
Manticore’s job, and | bet the Manticore would have 


told me where to get one, he sounds like a good guy. 


So overall life on the battlefield is stupid, boring, 
and tiring. The best thing | saw all day was an 
old man getting his last hand bit off. | asked him 
if he needed a hand, but he rejected my offer. | 
don’t know why though, Ajax has tons of hands 
to hand out! That was the end of the day for me, 


and | finally get some well deserved sleep. 


y 
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DAY 3 


“lth 
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The next day was supposed to be my final day, | just 
needed to assault a place called “Asgard”. | know, 
sounds fancy right? It had all this fancy glass, and 
all these fancy ornaments and it was pretty! Well, 

it was until the dogs got at it. Most of the glass was 
shattered, the ornaments were cracked, and we got 
to beat up some old people! | was told to take on 

an old man called Odin, who used birds to fight us. 
Unfortunately for him, Ajax, Achilles, Cyril and Zoey 
eat birds for breakfast. We took him down pretty 
easily, as | don't think he realised we could just 

get out of his cage, or walk around him slamming 
the ground. Not a very bright guy if you ask me. 


But yeah, we won the battle, | got to sit on a fancy 


throne, and it was time for me to finally go home. I'll 
admit this adventure wasn't all that bad, but | think 
I'm starting to appreciate what life was like on the 
water. You can't get much more entertainment than 
pulling a boat apart plank by plank. So on this day | 


went ahead and got some nice undisturbed sleep. 


DAY 4 


lt was supposed to be “Undisturbed” but then | was 


awakened the next day to find out it wasn't the end. 


| had one last job. | was told that | had to fight one 
more time. But | didn’t wanna. So | politely told the probably guess why...) And that was my adventure 


Greeks that | didn’t wanna, and politely left. Nemesis upon land! | blew up minions, attacked a rock, 


tried to stop me, but last time | check, I’ve got five watched a guy's hand be eaten, and best of all, rode 
heads and she’s got one. Suffice to say she didnt in a dingy. So all | can say about that adventure Is 
last long, her shield could barely hold Ajax, never that I’m glad to be back. | never thought I'd be so 


mind all of us! So, after | had left Nemesis defeated happy to see Charybdis. | hope you enjoyed my diary 
in her dingy, (never gets old) | went ahead and swam entries, as they were a ton of fun to write! (For the 
all the way home. It felt good to be back in the open 2nd time, no thanks to Cyril.) Maybe I'll venture out 
water, there was nothing in my way (Except wooden again, who knows? You might just see me soon. = 


ships, but they weren't in my way for long. You can Seas fan 
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INTERVIEW CHRIS 
RICKWOOD; AUDIO 
DIRECTOR FOR SMITE 


By Tanner Schelle ~~~ 


Audio, no game is complete without it. It brings satisfaction, feedback, loads of information and so 
much more to the game. This month we're going to talk to Chris Rickwood, one of these ‘silent’ heroes that 
turns a good game into a great game. His official title is Audio Director for SMITE and the one responsible 


for the amazing (or horrifying, in the case of Loki) audio effects we hear each and every match. 


Since | am not totally familiar with 
all you have done for Hi-Rez, | 
would like to start by asking you 
to tell me all you have done for 
them in terms of SMITE. I see on 
your website you have composed 
for Tribes and Global Agenda so | 
assume that you have composed 


the music for SMITE as well. 


| work as Audio Director for SMITE 
which means all the sound goes 
through me at some point. | compose 
all of the music for SMITE and do 
most of the sound design. Voice 
production goes through me but 

| use another company to handle 

the recording and editing. | have a 
small staff and some subcontractors 


to help out in various ways. 


I've worked with Hi-Rez since 
2006 | think, it was so long ago. So 


I've worked on every title they've 
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released... and not released. 
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Based on your introduction, it sounds to me like 
you are the god of sound at Hi-Rez. You have 
created many scores for them and you hold the 
title of Audio Director. First off | guess | would 
like to know what a day in the life of an Audio 
Director for Hi-Rez is like. When the SMITE team 


starts to work on a new god, where do you start? 


This is kind of the exciting part of the process. The 
first thing | do is read the design docs and look at any 
art or models that the folks at Hi-Rez have created. 
With this information ideas come pretty quickly about 
what direction we need to go with the sounds. | will 
also search the internet for more inspiration just in 
case there are some other unique elements about a 
god that aren't in the design docs. From there | start 
searching my library for some source sounds and 
start recording new source sounds. For example, with 
Thor it was obvious that his hammer was going to be 
the real character for all of this abilities. So we went 
to a hardware store and just bought a ton of metal 
stuff to just beat on and record like sledgehammers, 
iron bars, metal plates, and chains. | don't really do 
much else at this point because the god usually isn’t 
even playable in game and a lot will change once 


| start seeing his actual animations and effects. 
The Official SMITE Magazine Issue #14 


| am glad to hear you bring up Thor! As someone 


who studied sound design and picks it apart 

in games, Thor’s auto attack sound is one of 
my favorite in the game. With a good sound 
system playing SMITE, Thor sounds terrifying. 
| really would love to know how it was made 


and how many different layers went into it? 


For Thor it’s hard to remember how much time 

| had but the beauty of his sound set is in its 
simplicity. Most of his sounds are simple metal 
reverberations and not layered with much else. 

| used things like anvil hits, clock bells, and iron 
bars as source material and did some light effects 
on them like reverb and tremolos. | think it is 


this simplicity that makes him so identifiable. 


Going back to where you are in the process. 
Your team has an idea of what this god may 
sound like and some of the lore on them, 
but you don’t know how they will function in 
SMITE. At what point do you actually get to 


start on the sound design for that god? 


The schedule has changed over the years. In the 


beginning we were on a ‘god every two weeks” 
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cycle so | didn't really start designing the sounds 


until about a week before they were released. It 

was extremely challenging but it forced me to make 
choices really quickly. Fail fast and fail often was the 
motto. Now the cycles are a little longer and | can 

let the sounds marinate a bit. A rough character is 
usually in the game 6 weeks before release and I'll 
get to work doing some first drafts. After the first 
pass, I'll let them sit for about a week to let everyone 
get a feel for them. I'll usually get a “are you really 
done???” email from the designers. That’s when I'LL 
make my second pass. The abilities are usually locked 
in by this time and | can start iterating on each sound 


with a lot more detail. | really start to hone in on that 
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“One Sound” that defines the character. For Freya it 
was an analog synth. For Nox it was whispers. For 
Ah Puch it was screams. Ah Puch’s signature sound 
started off as flatulence and gore. But Rory (DryBear] 
sent me the “are you really done??” email because 

it just wasn’t good enough and not recognizable. He 
pushed me to find a more telling sound, especially 
for his Ult. That’s when | experimented with different 


screams and cries and it turned out pretty horrifying. 


As much as the sounds of the god are important 
to creating a personality for the character, the 
most obvious form of personality comes from 
the voice of the god. Can you explain about the 


process of how you pick a voice actor for a god? 


For the voices, we get pretty clear notes from the 
designers detailing what kind of personality they 
are looking for in a character. We then make a call 
for auditions to several agencies and get about ten 
to fifteen auditions from various actors. In some 
cases we skip this process because we know exactly 
who can pull off the character but now that we've 
done so many voices (I think we're over 100 now) 
for SMITE we have to reach deeper into our talent 
pool. From the auditions we'll get at least one, if 
not more people that really nail the style and tone 
we are looking for. During the actual recording 
session we ll take a little bit of time to get the talent 
into character but they usually bring their own 


expertise which really brings the characters to life. 


Sounds like quite the crazy process! Sound design 
is very important in a game and | personally find 
SMITE’s sound design to be quite good. Thank 

you for this insight to the process of the sound 


design of SMITE. It really is very interesting! = 
By Tanner Schelle 
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OFFICE GODS: 
@ 
By Anthony Badalamenti ~~~ 
ris is one of Hi-Rez’s newest employees, to put together, full of passive abilities since he’s 
but everyone who has read The Official pretty passive in real life. There was more than a little 
SMITE Magazine knows who he is. He is temptation to make a skill about how dang handsome 
one of the Community Managers for Hi-Rez, but we the boy is, but | figured he might kill me. So instead, 
staff just call him “boss man” or “cutie patootie”. let's just pretend he has a special taunt when taunting 
He is our lovely leader, but he is more than a little Aphrodite or Apollo about how he’s prettier! 
air-headed at times. Kris has been our bearer of “Always Late!” is Kris’ passive ability. Kris, 
good and bad news, and he is such a sweetheart who is somehow late to his own meetings (or just 
that it doesn’t matter if he’s telling us our piece is completely forgets about them] loads into the game 
not going to be in this issue because we love him two minutes after minions spawn, causing him to 
(and | love him most of all, fight me for him). frantically try to catch up to his team. Luckily he has 


Always Late! Passive 


Bah Humbug ___|}Passive 1 
Babble Active 2 


Thick Skin Passive / 
Active 3 


: 
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Kris loads into the game two minutes after the minions spawn. 


Kris is a holiday bah humbug-er. Anyone wearing a holiday skin 
takes 10% additional damage from Kris, and allies around him 
with holiday skins lose 5% of their resistances from his Debby- 


Downering. These effects double against Christmas-skinned gods. 
Kris begins to babble incoherently, confusing and dealing damage to enemies 


around him each second. The damage ramps up the longer the target stays 


in the area, but the stun only procs every few seconds on the same target. 
Kris is used to being berated, and because of that he takes 


less damage. Thick Skin passively gives Kris resistances, 

but can be activated to reduce all incoming damage. 

Kris, like the Brit he is, demands that it is time for a spot of tea. The game is 
paused for 10 seconds while all gods are teleported to the center of the map 
for some tea. All units heal for 20% of their hp and mana over this duration, 
and allied units heal for an additional 20% over 10 seconds after the duration. 
All American players take 10% of their HP as damage instead and 

are dazed for 2 seconds after the effects of Tea Time ends. 


Everyone Is returned to their original positions. 


The GameOn Magazine 


off. Thick Skin passively gives Kris bonuses to his 
resistances, giving him armor and magic resistances 
per point put in the ability, and when activated gives 
him flat damage reduction for a few seconds. 

Kris is a Brit, something we all accept and love, 
even If he does have some strange quirks. Like 
his obsession with tea. Did you know he once fired 
someone for saying tea was for pansies? He also 
has a tendency to start babbling when talking, which 
can be seriously confusing to those listening in (and 
extra confusing to those who are just joining the 
conversation.) “Tea Time” causes all the players in 
the game to immediately be warped to the center 
of the map to have some tea, this regenerates 20% 


of their health and mana over the duration, and 
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then heals his team for the same amount again ten 
seconds after the party ends. This Ultimate ability 
essentially pauses the game, causing all monsters 
and minions to freeze where they were, and stops 
any incoming damage that is on the way. It’s a great 
way to save an ally who is about to die from a ranged 
attack. Remember that this also heals the enemy 
team, but if either team has any NA players they will 
take 10% of their max hp as damage and be dazed 
for 2 seconds after the effects end. “Babble” causes 
Kris to start talking incoherently, dealing damage and 
causing a mini-stun to those around him. The stun 
can only hit once every 3 seconds, but the damage 


ramps up the longer you are in the area of effect. m 


Article By Anthony Badalamenti | Artwork By Amanda Costa 
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the newly released Ah Puch, the Horrific God of De 


We take a closer looka 


LORE 


His undead servants gather at his feet, hanging 
on every word he says, ready to obey any command 
he gives. They worship him, because tn this domain, 
The Ninth Hell, he has the divine power over all. 
Their great lord, Ah Puch, sits in his realm just 
beneath our feet, eyeing all the undead he has 
proclaimed and plans on how he can attain more. 

When day falls and the night arises, he begins 
his ascent upon the surface to add to his collection. 
Adorned in pieces of human remains and a frightful 
mask, he searches. Searching for those who have 
unknowingly dared into the open darkness of the 
night. If he happens to come upon a human, he kills 
them and drags them into a dismal nothingness. 
Only those who have been attacked by his servants 
or caught in suffering are safe from such a fate. 


It would be in your best interest to find shelter 


for the night to avoid devastation. Ah Puch, the 
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Horrific God of Decay, and his legion wait for you 
with a vacant space in their home. A spot that Is 


open to you and every other living thing, forever. 


ABILITIES AND GAMEPLAY 


Ah Puch’'s passive is called “Hollow Ground”. 
His connection to the dead is second nature and 
he is able to bring forth corpses when given the 
command. Whenever he walks over a corpse, the 
cooldown on his first ability, “Undead Surge”, and his 
second ability, “Corpse Explosion”, are reduced by 
two seconds. Stepping over a corpse also restores 
six percent of your maximum Health and three 
percent of your maximum mana. You are only allowed 
six corpses at a time and all corpses remain for 
45 seconds after they are summoned. Also note 
that corpses are consumed when stepped on and 
can be destroyed by two enemy basic attacks. 
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His passive provides him with mild early 
game sustain when needed and helps him quickly 
prepare for another attack if necessary. Remember 
that enemies can quickly rid of corpses, so you 
will need to use them in a timely manner. 
His first ability is called “Undead Surge”. Ah 
Puch summons one corpse from his realm that dash 
forward exploding on anything they collide with. If they 
reach the maximum travel distance or you reactivate 
the ability early, you deal damage, 90/110/130/150/170 
plus 35% of your magical power, and slow all targets 
hit in the radius by 40% of their movement speed for 
three seconds. The corpses then fall to the ground 
after exploding. One corpse is dropped if you have 
three or less level points in this ability; with four or 
more level points you get two corpses instead of one. 
This ability is an excellent choice to level out 
first, due to how many corpses you can have out 
quickly. This gives you the tools needed to set up 
kills, Zoning enemies, or just lane clearing. This 
pairs with your passive making it helpful when you 
need a pick-me-up on health, low on mana, or, 
as Stated earlier, used to prepare for enemies. Do 
remember that the corpses stop with the first enemy 
hit, whether that is a minion or god. Positioning the 
path of the corpses Is a little tricky because of this. 
“Undead Surge” also pairs well with his next ability. 
Ah Puch's second ability is called “Corpse 
Explosion”. Ah Puch chooses an area, and causes it to 
explode with magic dealing damage 60/70/80/90/100 
plus 10% of your magical power to all enemies in the 
area. If a corpse from “Undead Surge” or his third 
ability, “Fleeting Breath”, are in the area, they explode 
dealing damage 60/85/110/135/160 plus 25% of your 
magical power to all enemies In the area as well. 
This ability is absolutely essential to Ah Puch’s 
kit. It is highly recommended to level this ability 


out second to help pair combos with your passive 
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and first ability. The amount of damage that you 


are able to dish out from your “Undead Surge” 
and “Corpse Explosion” make a great setup for 
you to use your ultimate to help finish them off. 
His third ability is called “Fleeting Breath”. 
Ah Puch throws a corpse onto the selected area 
that applies a DoT (damage over time) effect that 
deals 32/34/36/38/40 plus 15% of your magical 
power damage per tick to all enemies hit. Enemies 
also take additional damage 20/30/40/50/60 plus 
10% of your magical power per enemy healing 
tick with a maximum of 10 ticks. With enemies 
taking additional damage if they are healing, 
they are also stunned for one second plus an 
additional .5 seconds added for every healing tick 
after application for a maximum of three ticks. 
“Fleeting Breath” allows you to to punish gods 
that have self healing abilities and/or gods that have 
abilities that can heal others. Building anti-healing 


against gods with healing abilities combined with 
The Official SMITE Magazine Issue #14 
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this ability can create a setup for you to quickly use 
your first and second ability combo to burst them 
down. It is also great for teamfights where the 
enemy team may have a healer and you land this on 
multiple opponents to stun them or to deter healers 
from either engaging or healing for a duration. 

Ah Puch’'s ultimate is called “Fleeting Breath”. 
Ah Puch summons wraiths from his dominion to 
swarm forward to deal damage 40/50/60/70/80 
plus 10% of your magical power per wraith and 
apply a stacking slow of 7% with a maximum of 
eight stacks to all enemies hit by the wraiths. 
The slow duration is two seconds and the wraiths 
disappear after colliding with enemies. 

This ultimate is one of the best team fight zoning 
ultimates in the game. It can completely change 
the tide of any fight in your favor if used optimally. 
The best times to use this skill are when you are 
trying to secure a kill ina fight, regain control in 


a team fight, or to clean-up/initiate a teamfight. 
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Also, even though Ah Puch doesn’t have an escape, 
his ultimate is a good deterrent against enemies 
that may come after you or your teammates. 

Strong as his kit may be, he has one fatal 
weakness: a lack of mobility. While packed with 
slows, Ah Puch has no escapes built into his kit. 

This leaves him vulnerable to ganks or being caught 
out when pushing up a lane a little too far. Like all 
other gods without escapes, positioning is essential 
to stay alive and be a menace to the enemy team. 

When using your ability combinations, it Is 
recommended that you quickly use your first and 
third abilities on enemies to get them slowed down 
or stunned then instantly activating your second 
ability to make all surrounding corpses on the ground 
explode and deal massive damage to the enemy. It 
is very crucial that you quickly use your corpses so 
that they can’t be destroyed by enemies, time-out, or 
lose the chance to use them on enemies directly. Now 
you can create setups with your corpses to prepare 
for possible ambushes from enemies or to help with 


zoning enemies out. Just be aware of the state of your 
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existing corpses by looking either directly in-game, on 

the minimap, or on your passive meter. This will help 

aid you when figuring what to do next in your matches. 
Besides maxing Undead Surge’ first, another 

option is leveling ‘Corpse Explosion’ to 3 and then 

maxing his first ability. While this delays having 

two corpses from ‘Undead Surge’, it gives you 

more burst potential earlier in the game, and 


strengthens your wave clear slightly faster. 


CONCLUSION 


There may be many gods of death already on the 
battlefields, but Ah Puch Is here to show who Is truly 
horrifying. With his burst kit and excellent zoning 
skills, he will make his presence known during any 
game. Let us hope that he takes mercy on us and 
that we can learn more from his release. Don't stay 
out too late tonight or we may be seeing you on the 


battlefields... but not in the way you would expect! m 


By Derrick Moody 
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By Timothy Tian ~~~ 


While the main plot of this fiction article does borrow itself from the lore, fictional elements are used to bridge the gaps 


in the actual lore. Just putting it out there for anyone who was expecting a full fiction story and got a very lore-y one instead. 


| looked back at the path | had taken. Looking down 
the narrow lane, shaded by extremely tall trees 

on Its flanks, it felt as if the track was sneering at 
me. Every day for the past year or so, this trail had 
brought joy to my heart. Memories of adventures with 
the archery students filled my head. | remembered 
the event that had brought me fame amongst the 
village people, the day | shot down the nine suns. 
Another thought crossed my mind; walking down the 
leaf-covered alleyway with her, the most wonderful 
person in my life. Strolling through the dense forest, 
she admired the beauty of nature while | admired 
the beauty of my wife, Chang’e. However, the path 
didn't seem as inviting today. | banished the thought 
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and went on with my journey. My students had a 

lot to learn today. Hunting was no easy task, and 
today they were going to face this very chore. My 
head snapped back towards the path again. This 
time, it wasn't the path that had called my name. A 
faint shriek was the culprit. It sounded as though 

it came from... My legs reacted quicker than my 
thoughts. | had not even come to the conclusion that 
the bellow originated from my house before my feet 
started closing the distance between us. My heart 
pounded deep within my chest. The branches fought 
me at every turn; the roots tackled me with every 
step. The shrieks continued and soon there wasn't 


a doubt in my mind. They belonged to Chang’e. 


The GameOn Magazine 


Artwork by Holly Webster 


) 
y 
— IC | ION IM EEE TT TTT TTT TTT A A A AANA 


N 


N 
| 
x . 
/ 
/ 
/ 
/ 
/ 
/ 
/ 
/ 
/ 
/ 
/ 
/ 
/ 
/ 
/ 
/ 
/ 
/ 
/ 
/ 
/ 
/ 
/ 
| 


IN THE BEGINNING 


| sat down leaning against her back as she did the 
Same against me. As we sat there in the heavens, 
we talked about everything. From talks of our past to 
mentions of our future, we went through it all. Being 
there with her, | wished | had the ability to stop time, 
to let that moment go on forever. Although being 

an immortal came with certain capabilities, control 
of time was not part of it. It didn’t matter though, 


one moment together was better than none at all. 


It was all interrupted when a messenger came by 
with an announcement for me. My assistance was 
needed once again by the Jade Emperor. | stood 

up, bid my farewell and followed the messenger 
towards the palace. Mischief had broken out among 
his sons again, and | was summoned to put an end to 
it. The ten sons of the Jade Emperor were infamous 
among the mortals. They were an unruly crowd, truly 


deserving of punishment. This seemed to be the right 


28) The Official SMITE Magazine Issue #14 


moment. Turning themselves into suns, they scorched 
the earth with immense heat, baking the ground, 

thus withering life. The mortals were no match for 
this searing of pain, and it was up to me to halt their 
activities. | called on to the eldest of them, giving him 
a chance to surrender, but he ignored it. So, without 
any further consideration, | grabbed an arrow from 
my satchel, pulled it against my bow and took aim. | 
shouted out at them again to surrender, just to check 
if there were any second thoughts, but | heard nothing 
in return. The first arrow buzzed through the air and 
hit the closest of the ten suns. He went down crashing 
to the earth as a dead crow. Eight more followed him 
and finally, mercy came to my mind as | watched the 
final sun. The earth needed the light and warmth 
anyway. | looked down and a smile spread across my 
face. The humans were cheering me on. Happiness 
faded into fear as a booming voice stormed the 
heavens. The Jade Emperor, fuelled with fury, ordered 


the presence of both Chang’e and me in his palace. 
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Upon reaching the grand residence with Chang’e 
by my side, the Jade Emperor came to view as the 
palace gates opened. His voice thundered through 
the home of the gods as he went on about how | 
had killed his sons. Seething with rage, banishment 


was his final verdict for my wife and I. He called 


upon the royal guard to seize us and strip us of our 
immortality. We started putting one foot in front of 
the other to put some distance between ourselves 
and the guards. | looked back and shot a few arrows 


at the guard as she dragged me on. My arrows were 


all in vain; none of them connected. Soon, with our describe myself at that moment. | felt weaker, 
last remaining ounces of immortality, we slowed slower--everything that | was not previously. There 
down and could no longer take another step. The was amemory in my head. It was blurry and | 


guards eventually caught up. My mind finally blacked — couldn't make heads or tails of it. All | Knew was it 
out, and as my view of Chang’e slowly faded away. was something unpleasant, a bad dream perhaps. 
| shuddered at the thought. With my arms against 
LIFE ON EARTH the ground, | pushed myself up and forced the sun 
into my eyes as | opened them. All thoughts about 
My back felt sore. | could partially see the sun, its the ‘bad dream’ came rushing back to my mind as 


full effect filtered by my eyelids. Tired is how | would images filled my head like a shadow puppet show. 
a 
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The images suddenly hit a pause, as | turned left 
and right, looking for her. There she was, propped 


against a tree staring up to the skies. A heaw sigh 


of relief escaped my lungs as | called out to her. No 
response. My voice may have been weakened from 
the journey, since she did not even flinch. | gathered 
my strength and released the same words with a 
little more energy. | saw her nod and caught a little 
smile from the side of her face. It seems as if that 
would be all the response | would be getting from her 
for today. | got up and left her alone to her thoughts 


as | discovered this foreign piece of land, Earth. 


Eventually, as the months passed, we gained a trait 
possessed by the humans, adaptation. The need for 
this particular skill was never required of us before. 
In the heavens, nothing changed. We were immortal, 
and, instead of us adapting to our surroundings, our 
surroundings adapted to us. That wasn’t really the 
case for our new home. Every single day brought 
change to our lives. Some days, the skies soaked us 
to the ground while on other days, the sun heated 
us to the bone. | could feel the sun's grin on me, 
basking In the glory of having survived my attack 
and now, fulfilling his revenge. This was the least of 
my concerns. Chang’e was never the same again. 
Rarely did | see that smile which she so generously 
gave away before. Rarely did | hear that laugh which 
she so charitably released previously. During the 
mornings, we would pass the time by exploring the 
forest, slightly curious by what lies beyond. This was 
the closest to her being the Chang’e that | knew 

and loved. The peak of my worries came during the 
night. Instead of sleeping, | would catch her from the 
corner of my eye, looking up to the night sky at the 
moon. The longing to be immortal again radiated 
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so strongly from her. | didn’t mind my place in the 
| 
| 
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world at the time since she was still there by my 
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side but it seemed that she desired something far 


greater, to be in the grasps of the heavens again. 


THE JOURNEY AND THE RETURN 


There comes a time where everything must come 

to an end. That time was now; her grief had to 

end. One morning, as | pulled back my arrow and 
took aim at a deer, an epiphany blossomed in my 
thoughts. The immortal Queen Mother of the West, if 
| remember correctly, had a rare supply of the elixir 
of immortality. This was the answer to the problem, 
the antidote to Chang’e’s sadness. Brushing the deer 
out of my head, | rushed home, packed my bags and 
started on my journey. Not without leaving a peck 


on the cheek of Chang’e before | left of course. 


After days of searching far and wide in the mountains, 
| finally encountered her palace, on the sacred 
Mount Kunlun. This trip would have been far more 


enjoyable had my blood still flowed with immortality. 


OatrZOn SUPPORTED ADVERT — 
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She welcomed me into her palace and Invited me to 
elucidate our story. The day was filled with gulps and 
gasps on her part as she learned of our plight. In the 
end, the conclusion was the exact one | was hoping 
for, the bestowment of the elixir of immortality. My 
heart was brought to immense joy as she handed 
them over. With it, she slipped in a warning. Drinking 
half the elixir will grant one everlasting life. Drinking 
the entire elixir on the other hand would make one 
ascend to heaven as a full-fledged immortal. Perfect. 
With each of us taking half the potion, everlasting 
life would at least be in our hands and that was good 
enough for Chang’e. The petty duration of human 

life was the majority of the thoughts in Chang’e’s 
mind. The journey back seemed far less perilous. 
Everything just seemed a little brighter, happier 
even. | could already feel the effects of the elixir even 


though it was safely stowed away in my backpack. 


| was glad to see her movements through the window 


as | approached home. She was dancing again, 
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almost as if she could feel the good news that was 


coming. | knocked on the door and saw her shadow 
go still against the wall. She rushed to the door and 

| was Immediately greeted with the tightest hug my 
body had ever felt. After those few minutes, we finally 
pulled apart. | opened my bag to reveal the reason for 
my journey. She was frozen in her place with the look 
of disbelief spreading upon her face. She pulled me 
towards her again but this time, as she laid her head 
on my shoulders, tears dripped from her eyes onto my 
shirt. She looked at me with that smile that had once 
been there so long ago, only then did | realize how 
much | actually missed it. My attention should have 
been better divided between her and my surroundings 
however, as at that same moment the bushes 


outside ruffled as a figure ran off into the night. 


EVERLASTING LIFE AT LAST? 


HOU YI 


As it always was on the fifth night of the week, a few 
people gathered up on the steps leading towards my 
house. These were students, eager to bring pride to 


each of their families by hunting down their very own 
The Official SMITE Magazine Issue #14 


dinner. They needed an instructor, and who better to 
lead them in the hunt than me, Hou Yi? As usual, | 
packed my things, bid farewell and started upon the 
trail that led to the deeper end of the forest. About a 
half hour later, | looked back at the path | had taken. 
Looking down the narrow lane, shaded by extremely 
tall trees on its flanks, it felt as if the track was 
sneering at me. Every day for the past year or so, 

this trail had brought joy to my heart. Memories of 
adventures with the archery students filled my head. 
The event that had brought me fame amongst the 
village people entered the realm of my consciousness, 
the day | shot down eight of the nine suns. Another 
thought crossed my mind: walking down the leaf- 
covered alleyway with her, the love of my life. Strolling 
through the dense forest, she admired the beauty 

of nature while | admired the beauty of my wife. 
However, the path didn't seem as inviting today. | 
banished the thought and went on with my journey. 
My students had a lot to learn today. Hunting was no 
easy task, and today they were going to face this very 
chore. My head snapped back towards the path again. 
This time, it wasn’t the path that had called my name. 
A faint shriek was the culprit. It sounded as though 


it came from... My legs reacted quicker than my 
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thoughts. | had not even come to the conclusion that 


the bellow originated from my house but my feet had 
already started closing the distance between us. My 
heart pounded deep within my chest. The branches 
fought me at every turn, the roots, tackling me with 
every step. The shrieks continued and soon, there 


wasn't a doubt in my mind. It belonged to Change. 


CHANG’E 


The rustling of the leaves seem to be really loud today. 
The breeze outside must be very strong. | opened the 
window to let some the air rush in but was faced with 
none. A knock came at the door and my eyebrows 
rose. The lessons usually take much longer than 
that. | looked outside the window and noticed Peng 
Meng at the door. Walking briskly to the front door, all 
| could think of was that Hou Yi was going to be mad 
that his student had been late. As | opened the door, 


he pushed himself in and went towards the cupboard. 
The Official SMITE Magazine Issue #14 


~ IC ION TTT 


He broke the door open and seemed to be searching 
frantically for something. | pulled him back but he 
just brushed me aside. After ransacking the entire 
cupboard, he demanded the elixir of immortality. So 
this was the source of the rustling leaves. Peng Meng 
has been hiding out, waiting for an opportunity to 
grab the elixir for himself. He came towards me and 
searched my dress which, unfortunately, was where | 
had hid the vial. He felt it and pulled it away from me. 
At that point, like a knee-jerk reaction, | screamed 
out loud and he dropped the elixir. | grabbed it from 
the floor, opened the vial and threatened to consume 
its contents. He started to back off knowing that this 
was the last thing he wanted me to do. Thoughts 
raced in my mind. Hou Yi might be too far deep in 
the forest to have heard me now. A man like this 
must never get the chance to become immortal. 
There is no way that | can stop him from grabbing 
the vial from me. With these facts laid out, there 


was only one solution: to drink it all right now. 
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HOU YI 


A ruckus could be heard from inside the house as | 


brought myself closer to it. Do | barge in quickly to 


save her, or should | go in quietly so the intruder does 


not learn of my presence? Thoughts clashed with 
each other and within the next microsecond, | made 
the decision to rush in quickly before the situation 
got worse. Had | just been a fraction quicker, | would 
not have been greeted with the scene before my 
eyes. The final drop of the elixir left the vial and into 
Chang’e’s mouth. The other figure did not process 
as my eyes laid upon the real situation at hand. The 
figure rushed at me with a fist held out. | pulled an 
arrow towards him that went straight through his 
chest and crashed to the ground. She dropped the 
empty vial to the ground and just as that happened, 
her feet started to leave the ground. | ran towards 
her and held on tightly to her hand, never wanting 
her to leave my sight. Without any control of her 
body movements, Chang’e kept rising higher and 
higher. My arm could no longer hold on the force 
pulling her away, but | kept tugging, pleading to the 
empty space above her to let her go. She fainted 
and was no longer aware of her surroundings. My 


feet started to leave the ground as well, my grip 


CTS 
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tightening around her wrist less and less. The weight 


on my arms Started to feel the toll of it all and as | 


took one last look at her, my body finally failed my 


mind, letting go of the touch of her hand for eternity. 


NARRATOR 


After consuming the entire elixir, Chang’e was 
slated to ascend to heaven where she once resided. 
However, her love for Hou Yi drew her to the closest 
location to the Earth instead, the Moon. There, she 
continues to live life, an everlasting one, with a Jade 
Rabbit as her only company. Hou Yi on the other 
hand became lost in his world and eventually died 
since he was still mortal. His spirit rose to the sun 
and that became his new home instead. During the 
rare occasion, they would encounter each other 
again, longing to be with each other for eternity 

but only having a few moments instead. But that 
didn't matter. As Hou Yi has mentioned before, 


‘one moment together is better than none at all’. 


For SA24, whose birthday took place about a month ago. 


Happy belated birthday and stay awesome, always. m 


By Timothy Tian 
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By Jacob Crawford ~~~ 


In the past couple issues, we have re-envisioned gods. This month, we return to creating one from scratch. 


With “In Theory,” we take a look at the current SMITE roster, pinpoint the most under-represented class, 


determine which pantheon needs more/better representation, and create a god that serves both purposes. 


t's weird that Yu Huang (the Jade Emperor) 

interacts with some of SMITE’s most popular 
gods yet has no presence in the game. As Timothy 
Tian writes in this month’s fiction article, it is Yu 
Huang’s sons who scorch the Earth, causing Hou 
Yi to shoot them from the sky. Yu Huang likewise 
incites the Chang’e moon myth, banishing Chang’e 
to Earth over a broken vase. He also fathers Nu Wa, 
discovers Sun Wukong, and neuters Ao Kuang by 
retaining and preserving his internal organs. He is, in 
short, the single most important character in Chinese 


mythology. He deserves a spot on SMITE’s roster. 


LORE 


Yu Huang is one of many representations of 
the first god--the supreme being, master of the 
universe and the order of nature. He is intelligent, 
wise, benevolent, and kind. In Taoism, he is the 
Yuanshi Tianzun, one of the three primordial 
emanations of the Tao, and though his name 
literally means “Heavenly Grandfather,” most 
translated texts refer to him simply as “the Jade 
Emperor,” the monarch of all gods in heaven. 

When he was born, Yu Huang emitted a golden 
light that illuminated all the Heavenly Kingdom. He 
spent his childhood helping the needy and easing the 


suffering of the poor, diseased, disabled, and afflicted; 
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he ascended the heavenly throne shortly after his 
father died. From there, the Jade Emperor devoted his 
existence to sheltering animals, helping humans, and 
vanquishing evil. Though he appears in most Chinese 


myths, there are a few that focus exclusively on him. 


44YU HUANG IS ONE OF 
MANY REPRESENTATIONS 
OF THE FIRST GOD99 


In one of his earliest myths, he defeats an 
evil entity and an army of demons. When he was 
a teenager, Yu Huang retreated into solitude 
to meditate and learn how to better ease the 
sufferings of living creatures. He passed 3,200 
trials, each trial lasting about 3 million years. 

While he was studying, an evil entity conquered 
the Heavenly Kingdom and set out to rule the world of 
man. It passed 3,000 trials and cultivated an army of 
demons. The immortals (or heavenly gods) declared 
war on the entity and tried to destroy it. No one was a 
match for it, though. The evil was simply too strong. 

Yu Huang finished his training during the war, 
and he journeyed back to Heaven. Finding the 
kingdom in ruins, he personally declared war on the 
evil entity. He battled it in single combat, and, due 
to his wisdom and extensive training, he was able 


to vanquish it. The demon army was soon scattered 
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Golden fa. Passive When Yu Huang damages an enemy, enemy minions, 
Immortality | jungle creatures, or enemy structures with basic 
attacks, he gains a golden aura that grants 1% 
health regeneration per second of combat. 

Ease Suffering | Active 1 Yu Huang heals all allies {including allied minions) within 
a short Area of Effect (AoE), trading a small percentage 
of his own health. The amount of health granted 
and taken scales proportionally with each rank. 


Vanquish Evil 


Active 2.‘ | Yu Huang attacks all enemies within a cone in front of 
him, damaging and slowing them. The damage and 
slow percentage scales aggressively with each rank. 


granting the targeted ally movement speed 


Focus Tao a Active 3 __| Yu Huang meditates and empowers an ally 
ww with guiding light, slowing himself briefly and 
Zodiac Circle ——~ Ultimate | Taking inspiration from his beloved animals, Yu 
Huang releases power in a Zodiac circle around 
him, stunning all enemies and damaging them. 


and destroyed by the immortals. In the end, the 
immortals honored Yu Huang and declared him the 
Jade Emperor, supreme sovereign of all existence. 
Yu Huang is also responsible for the creation 
of the Chinese Zodiac. Although he had ruled 
Heaven and Earth for many centuries, the Jade 
Emperor had never visited Earth personally. He 
grew curious what the creatures of Earth looked 
like, and he asked all the animals to visit him one 
day. The night before the journey, the Cat (the most 
beautiful of all the animals) asked the Rat to wake 
him so he wouldn't oversleep. The Rat, afraid he 
would seem ugly compared to the Cat, let him 
sleep. As a result, the Cat missed the meeting with 
the Jade Emperor and was replaced by the Pig. 
During the visitation, Yu Huang grew fond 
of the animals and devoted a calendar to his 


favorites. The Cats, angered by their omission 
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from the Chinese Zodiac, vowed a vendetta against 


the Rats; they remain enemies to this day. 


STATS 


Class: Guardian 

Pantheon: Chinese 

Type: Melee, Magical 

Pros: High Sustain, Healing Ability, and Crowd Control 
Cons: Low Damage, High Difficulty 


Yu Huang is a short-range physical Guardian 
with high sustain, healing ability, and crowd 
control. He has high base health and a slightly 
elevated base mana. He has low base damage, 
though, making it hard to lane alone with him. 


Due to this, Yu Huang is a pure Support. 
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ANALYSIS 


{ “y Passive: Golden Immortality 


(When Yu Huang damages an enemy, 
enemy minions, jungle creatures, 

or enemy structures with basic 
attacks, he gains a golden aura that 


grants 1% health regeneration per second of combat..] 


This passive makes Yu Huang a perfect laning 
Support. It forces him to stay within proximity of the 
action, and it rewards him for pressuring enemies 
and enemy structures. This passive directly benefits 
his First Active, Ease Suffering. The longer Yu Huang 
stays in combat, the more health he regenerates, 


giving him more opportunities to effectively aid 


allies. In short, the best defense is good offense; 

good laning yields more health for everyone. 
Note: this passive is not Lifesteal. The Jade 

Emperor is not farming life from enemies. He 

is merely triggering an aura. Also, the effect is 

not triggered by abilities--only basic attacks. He 

must continue to pressure enemies with basic 


attacks to keep his Golden Immortality. 


f ~a Active 1: Ease Suffering 


(Yu Huang heals all allies 


[including allied minions) within 
a short Area of Effect [AoE}, 
trading a small percentage of 
his own health. The amount of health granted and 


taken scales proportionally with each rank.) 


This ability does three things: 
e It heals ally gods. 
e |t rejuvenates ally minions 


e It hurts Jade Emperor. 
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Ease Suffering forces players to weigh the 
costs and benefits of helping others. On one 
hand, it can win a teamfight and help minions 
pressure towers. On the other hand, it can 
cripple Yu Huang, making him an easy target. 

This makes Jade Emperor a unique laner. Few 
other gods can push lanes by healing minions; 
most other gods with this ability have been nerfed. 
True, Ares’ Second Ability, Bolster Defenses, 
empowers allies; but it doesn't heal them, has 
a broader range, and doesn't cost him anything 
besides mana. Aphrodite can heal with Love 
Birds, but she can only heal her soul mate. Jade 


Emperor's ability is much more complicated, and 


it requires more skill to play. It costs both mana 


LT ccc 
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and health. Use it correctly, and Jade Emperor is 
an unstoppable force; use it incorrectly, and the 
lane falls to fed and overpowered enemy gods. 
Note: This ability’s stats are affected by total 
health, not Magical Power; therefore, players should 
not be concerned with building up Jade Emperor's 
Power. Instead, they should build health to maximize 
Ease Suffering’s effects. The ability also has a very 
limited range, meaning Jade Emperor has to be 
within close proximity of an ally for them to receive 


benefit. Otherwise, he only damages himself. 


.y Active 2: Vanquish Evil 


(Yu Huang attacks all enemies 
within a cone in front of him, 
damaging and slowing them. The 
damage and slow percentage 


scales aggressively with each rank.]} 


This ability, possibly one of the most straight- 
forward abilities in Yu Huang’s kit, can be used to 
clear minion waves late game and slow enemies 
in team fights. Vanquish Evil's main purpose is 
to clear enemies and provide a little poke. 

Due to his (potentially) low Magical Power, 
though, the damage dealt from this ability might not 
be sufficient to carry early game; it must be allowed 
to scale. Couple Vanquish Evil with basic attacks 


and Ease Suffering to effectively control lanes. 


es Active 3: Focus Tao 
(Yu Huang meditates and empowers 
7 4 J 


an ally with guiding light, slowing 
himself briefly and granting 


them movement speed.] 


Focus Tao can be incredibly useful. It can help 


a Jungler corner an enemy, it can push a Carry into 
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a better, more advantageous position, and it can 
help an ally flee from an incoming attack. The brief 
slow forces players to sacrifice themselves and 


benefit another, potentially killing Jade Emperor. 


4 “a Ultimate: Zodiac Circle 


(Taking inspiration from his beloved 


animals, Yu Huang releases power in 
a Zodiac circle around him, stunning 


all enemies and damaging them.] 


Like Ymir’s ultimate, this ability affects all 
enemies within a limited radius. Unlike Ymir, though, 
Jade Emperor's final ability has a much shorter 
charging period and does more than damage. 

He stuns all enemies hit by Zodiac Circle, giving 
allies a chance to finish off all affected enemies. 

Since Jade Emperor must linger within close 
proximity of the action (to keep his Golden Immortality 
and to effectively use Ease Suffering), Zodiac Circle 
can completely change the outcome of a teamfight. 
When coupled with Vanquish Evil, he can hold 
enemies while charging his ultimate; when coupled 


with Focus Tao, he can help allies secure multi-kills. 


CONCLUSION 


In my opinion, Yu Huang is a necessary, 
unique god. The Chinese Pantheon, with its 
recent additions, still feels somewhat under- 
represented. The master of the universe and the 
order of nature is a necessary addition. The pool 
of competitive Supports is incredibly shallow 
and in dire need of good competition. The Jade 
Emperor is viable, challenging, fair, and a lot of 
fun to play. As is, | think he has one of the most 


well-rounded Support arsenals in the game. m 
By Jacob Crawford | Ability Artwork by Emily Burns 
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AN INTERVIEW WITH 


HIREZKAOSTIC 


Before we dive into the interview, tell us a 
little about yourself and your job at Hi-Rez. 
I'm Kris, also Known as Kaostic, and I’m one 
of the three Community Managers at Hi-Rez 
Studios. I’m British and work from home, but 


please don't hold the former against me. 


What would you say 
are your primary 
tasks as Community 
Manager? And does 
working from ‘across the 
pond’ influence your work? 
When people from outside 
the SMITE community ask 
me what exactly it is that | 
do, | find it a little difficult to 
answer entirely because it’s 
a fairly varied role. At the 
moment, my main duties 
are monitoring what the 
community Is saying on 
Twitter, Facebook, Reddit 
and the Forums, and 
then communicating 
that back to the studio. | 
also assist with the 
communications out to 


the community. 


As for working 


from the UK, It’s 
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By Julian Wolstencroft ~~~ 


definitely something that is taking a bit of getting 
used to. I’ve worked from home for the past two 
years, but I’ve always worked with other people 
that also work from home, or who work in their 
Spare time when they're not at their full time job. 
This position has me working with people who work 
in the same office as each other, which means 

I'm quite often playing catch-up on impromptu 
meetings that happen over a coffee. The bonus to 
this, however, is that | very rarely get pulled into 


a random meeting, disturbing my work flow! 


You’re not just the Community Manager for Hi-Rez, 
but also the Editor of the Official SMITE Magazine. 
How were you initially introduced to gaming 
journalism, and how did you get involved in SMITE? 
So to cut a long story short, I’ve been working in 

the ‘games journalism’ scene for the past six and 

a half years. | was playing Far Cry 2 and decided 

| wanted to write about it so ended up stumbling 
upon a website called GameOn. Contacted them 
and asked if | could write a review for them. They 
were more than happy and so | did. It was awful. 
Like, honestly, it’s a terrible review. It’s still on 

the website and it’s referenced at least two or 


three times a month in our staff meetings. 


Anyway, | sort of just grew with this company and 
took on more and more responsibilities as time 
went on, eventually leaving my office job to work 
full time for them. This leads me nicely on to how | 


got involved with SMITE. When | left my job, | took 
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quite a substantial pay cut, so | was quite thin on 

the ground in terms of finances. This meant that 

| stopped buying games, and | get really bored of 
games really quickly, so | buy a lot! | was on YouTube 
watching a random Yogscast video and it happened 
to be a video on SMITE. | was interested and at 

my then-girlfriend’s house so downloaded it and 
gave it a shot. Six hours later | had an addiction to 


SMITE, a pissed off girlfriend, and a back ache. 


The Official SMITE Magazine isn’t the only magazine 
that GameOn makes, and there are a couple 

that follow the same basic format. How does the 
Mag distinguish itself from all the others? 

The thing that | have always loved about the 
SMITE Magazine opposed to the other products 
produced is that it’s completely self-sufficient. All 
of our magazines are “Community Projects” and 
we have members of the community come in to 
take part in it, but the SMITE Magazine, | believe, 
is the only one that hasn't needed some sort of 


persuasion of staff. People are constantly asking 
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how they can join this magazine (which, by the 
way, doesn’t bother me at all - that’s not sarcasm] 
and it means there Is always a steady flow of 


fantastically talented people joining the project! 


Comparing the first issue and the one that 

this interview appears in, the Mag has 

changed considerably over the last year. 

What kind of changes and growth do you 

anticipate in the future of the Mag? 

| honestly have no idea. This project took off more 
than | had ever imagined it would, and | couldn't be 
more proud of it. If | had to take a stab, I'd say moving 
to Apps and making the magazine a much more 


interactive experience would be the next logical step. 


Could you tell us a little about the process 
that you go through when choosing the 
content that enters the Mag? 

Sure - it starts before the previous issue of the 
magazine comes out (launches on the 23rd, we 


start planning around the 20th for the next issue). 
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INTERVIEW 


The Production Managers (which, by the way, are a 


God-send] will talk to the staff and see what it is that 


they are interested in writing about that issue. They 
will then compile a list and we will have a meeting 
where we discuss these choices. We will usually then 
add in a handful more pieces that are slightly more 


topical and then distribute that work out to the staff. 


There's a lot of balance necessary around the content 
that goes into each magazine, as we try to appeal to 
the entire of the community, not just small niches. 
This means that we need to get a nice balance of 
artwork, theory-crafing, fiction, opinion pieces, and 
guides. We don't expect every reader to engage with 
every piece of the magazine, but it’s nice to be able 

to go back through a few times and find something 


new that you didn’t realise you were interested in! 


You didn’t always work for GameOn, and 

I’m curious to what you did before that 

time. Could you elaborate on that? 

I've honestly had a fairly easy life in terms of careers. 
| just sort of fall into them. Before | worked for Hi- 
Rez and GameOn, | worked for Visa Europe [the card 


people] as a Higher Apprentice. | moved around 
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the company across about six different areas from 
Customer Support to Business Intelligence to 
Project Management. The scheme was there to give 
apprentices a large amount of knowledge about the 
entire company. Unfortunately, six months from my 
graduation, | realised that it wasn’t really for me and 
dropped out to join GameOn full time. On the bright 


side, it seemed to work out pretty well for me overall. 


One final question before we sign off: What tips do 
you have for those who aspire to be Community 
Managers or Editors/Journalists themselves? 

I'd probably say that same thing to both: Don't 

limit yourself by saying no to things. If you're in an 
industry that you are passionate about, be it gaming, 
entertainment, plumping, whatever, if you are given 
an opportunity to try something new or take on more 
responsibility, just go for it. The worst thing that can 


happen Is that you continue doing what you're doing. 


As self righteous as it may sound, I've just 
always said “Yeah, | can do that”, at least 
where the gaming industry is concerned. If 


all else fails, Google is your best friend. = 
By Julian Wolstencroft 
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AGAINST THE GRAIN 


By William Wakefield ~~~ 


ev Gloves (Devourer’s Gauntlet) are probably —_ items, Bloodforge, in a more favorable situation. 

D*. biggest item for a physical AA (Auto | constantly see players shrugging off Bloodforge 
Attack) god to get, especially in roles such as ADC. as either useless or as a Bad Item’. This article 
They're cheap and give plenty of power along with a will delve into why Bloodforge is a solid pick for 


good amount of lifesteal. It used to be a no brainer you, and why you should consider picking it up. 


Gloves received a minor nerf. It’s nothing to write So, there's pros and cons for both 


home about, but it puts one of my personal favorite items. But this is obvious. 


|stats | Devourer's Gauntlet Bloodforge 


Gold 2265 


Time to 
Complete 7 minutes minimum 


Stacks 


Total Power 


25 Power 
w/o Stacks 


Total Lifesteal 


10% Lifesteal 
w/o Stacks 


Total Power 
55 Power 55 Power 
w/ Stacks 


Total Lifestal 
24% Lifesteal 
w/ Stacks 


Gold Efficiency 28.670 Per Stat 
Power Spike 25 Power, 10% Lifesteal 


46) The Official SMITE Magazine Issue #14 The GameOn Magazine 


\ 
' 
| 
N 
i 
i 
i 
| 
i 
i 
i 
| 
i 
| 
i 
i 
i 
i 
i 
i 
| 
/ 
i 
i 
i 
i 
i 
/ 
i 
i 
| 
i 
i 
i 
N 
N 
\ 
N 
i 
i 
i 
i 
i 
i 
i 
i 
i 
N 
\ 
i 
i 
/ 
i 
i 
i 
i 
i 
i 
i 
/ 
i 
i 
| 
i 
i 
i 
i 
i 
i 
i 
i 
i 
i 
i 
i 
N , F ‘ P ; 
to pick them up, but with the recent patch, Dev For starters, let’s do a quick comparison. 
| 
i 
i 
i 
i 
i 
i 
/ 
i 
i 
i 
i 
i 
/ 
i 
i 
i 
i 
i 
| 
i 
| 
i 
i 
i 
i 
i 
i 
i 
| 
i 
| 
i 
i 
i 
i 
i 
/ 
i 
/ 
i 
i 
i 
i 
i 
| 
i 
| 
| 
i 
i 
i 
i 
i 
i 
i 
i 
i 
i 
i 
i 
i 
i 
| 
i 
i 
i 
i 
i 
/ 
i 
N 
i 
i 
i 
i 
i 
i 
i 
i 


Overall, you end up with 1% more lifesteal and 
215 gold to spare by going with Dev Gloves. But the 
most important thing to pay attention to is the power 
spike and stack information. For an ADC, Bloodforge 
will give you a very large power spike early game 
by simply waiting for one or two more waves before 
backing. What this means Is that early and mid game, 
you're much more powerful than your opponent. This 
means there are no stacks to wade through, so you're 
actually not tied to the lane as much as you were. 
Of course it’s still vital to farm and last hit, but you'll 
have a large leg up on the opponent, which gives you 
the opportunity to bully the enemy and destroy their 
laning phase. For Junglers and Solo lane gods, it’s 
much the same. You don’t have to wade through the 
stacks, which means your ganking and jungle clearing 


potential skyrockets as soon as you finish this item. 
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WHEN TO GET BLOODFORGE 


As stated above, Bloodforge should be 
bought when you don’t want to deal with stacks. 
In 3v3, Bloodforge is a much better item than 
Dev Gloves, since your mage will almost always 
stack. Why fight and split the stacks when you 
can use the higher gold spool and buy a non 
stacking item and get yourself up earlier? 

In Conquest, Bloodforge is a good item to 
get simply for the fact that you gain early game 
dominance. It’s also an amazing item for Jungle gods 
like Mercury, who are forced to focus on their boots 
early for mobility and can't spend too much time 
building stacks. This means that the Jungler can 
easily transition either into or from their crit items 
with virtually no downtime while also getting lifesteal 


to sustain them in the jungle. As stated above, the 
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power spike Bloodforge offers is far superior to Dev 
Gloves, which is much more important early game. 
Defensively, you can also opt into Bloodforge to 
help balance out the match. If you find yourself being 
bullied hard, you can build into Bloodforge to reinforce 
your clear against the enemy in an attempt to save 
your lane. Along with the power spike, Bloodforge 
will help your lane clear much earlier than Dev 
Gloves can. Bloodforge will also allow you to box 


with the enemy, even if they're a level above you. 
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There isn't much to say about Bloodforge. It’s a 
very nice item to get overall if you don’t mind paying 
a little extra. It requires a little bit of windup, but 15 
power and 9% lifesteal isn’t that big of a difference 
in the long run, especially late game where crits are 
the main contribution. The instant power spike is 
the main draw of the Bloodforge, which is often an 
overlooked factor in the laning phases. So next time 


you need lifesteal, keep Bloodforgedy PONY Okara 
be in the right position to take advantage of it. m= 
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Gee to popular belief, the god of fire 


and forge is not a Roman adaptation of 
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the Greek god Hephaestus. True, the gods are very 
i 
similar and are strongly associated, but Vulcan 
| 
| existed before the Romans conquered the Greeks 
| 
and started to assimilate their religious beliefs. 
| 
\ . . 
These differences are subtle yet noticeable, as 
i 
Vulcan is more a god to be feared and placated than 
| 
Hephaestus is. Vulcan was known to have a temper 
| 
and cause forest fires when displeased, the fertile 
ashes symbolizing creation after destruction. 
i 
| 
The fires of Vulcan weren't all bad though, 
| 
as he was a dual god like many members of the 
i 
| . 
Roman pantheon. Fire was not only used to 
| 
\ . 8 
destroy, but also to connect and protect. Religious 
i 
rituals often used three separate fires: one 
| 
| 
| 


to connect earth to the heavens, one to burn 
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GOD RE-ENVISIONED: 
WARRIOR VULCAN 


By Jorg van der Velden ~~~ 


A part of me feels really bad about doing this Re-Envisioned. This god has been through so much already. 
Mechanics have been added, removed, changed and reverted so many times | think there's nobody left who knows 
how he was when he was released. And not just in the game, his mythology is also filled with people tossing him 


about like a rag doll. Still, inspiration is a cruel mistress and! can't help but redesign the Smith of the Gods: Vulcan! 


sacrifices and one to protect the ritual from evil. 

But Vulcan is most known for his unparalleled 

ability to craft weapons and armor, and he has 
a fair number of legendary items to his name. 
Not only is he the creator of Jupiter's bolts, he 
also crafted the thrones upon which the gods 
reside. The most notable of these is the chair 
with which he used to trap his mother, Juno. 

For all his qualities, the quality of beauty was 
not one he possessed. Being the son of Jupiter and 
Juno one would expect him to be attractive, but 
Vulcan was such an ugly baby that Juno threw him 
from the heavens. He fell to earth for a full day to 
land in the ocean, the landing breaking his leg in 
such a way that it never really recovered. The sea- 
nymph Thetis found him and raised him as his own, 
giving Vulcan a happy childhood in the ocean. 

One day he found some embers on a beach, 
and was mesmerized by the still glowing coal in 
the middle of them. He carefully placed the coal in 
a clam shell and took it home with him. He used 
it to create a fire and stared at it for days, the urge 
to smith and forge growing inside him. He started 
with making silverware for his adoptive mother, 
and soon developed himself into a jeweler. 

Thetis was invited to a party with the gods, 


and Vulcan made her a gorgeous necklace to wear 
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to the occasion. Juno couldn't help but notice the Hard CC 


near perfect adornment and wanted Thetis to tell The following types of CC are considered hard CC: 


RGR CIE WOM cea teary iig Covel Banish, Disarm, Disorient, Fear, Grab, Intoxication, 


answering for as long as she could, Thetis ultimately Knockback, Knockup, Madness, Mesmerize, Pull 


confessed that Vulcan, the ugly baby she threw trom Silence, Stun, Taunt and Tremble. More information 


the heavens, Is the one that crafted it. Discovering on hard CC and which gods have them can be found 


Piet ea eae econ a raceomp wee amit aie here http://smite.gamepedia.com/Crowd_ Control 


demanded him to join the gods. Vulcan refused, but 


sent an ornate chair as a gift to his birth mother. spew from mount Etna in Sicily are the results of 

However, the moment she sat on it bands Vulcan raging at his forge, which was built at the 
appeared around her wrists and ankles, trapping foot of it because Venus cheated on him again. 
Juno in the chair. She sat bound to the chair for It’s no surprise that Vulcan is more than a 
three days, unable to do anything, and the harder little bit angry at times, and what better way to 
she fought against the bands, the tighter they vent that than smacking people in the face with a 
got. Eventually Jupiter asked Vulcan to release hammer? Though his leg may be busted, his arms 
Juno, and he promised to give him a wife if he are stronger than many others due to long hours 
did. Vulcan accepted his offer and married Venus. working at the forge, and this strength will serve 
It is believed that the smoke and sparks that him well as he enters the battle as a Warrior! 


| ame | tye | eserption 


| 

| Smith's Soot Passive Whenever Vulcan uses an ability he gains a stack of soot. The next time 
| he’s hit by hard cc, the duration is reduced by 0.1 secs for each stack 

| as the soot softens the impact. There is a cap to the maximum amount 
| of stacks, and all stacks are lost when Vulcan is hit by hard cc. 

| Toss Anvil Active 1 Vulcan throws his anvil to the targeted location, damaging and 

| slowing all enemies hit. The anvil remains at the location for as 
| long as this skill is on cooldown. If the anvil is hit with ‘Smith's 
| Hammer’ a shockwave stuns all enemies in an area. 

| 


Smith's Active 2 Vulcan slams down his hammer with all his might, dealing 
ae 
Summon Forge | Active 3 Vulcan summons his forge, the comforting presence bolstering 

his spirit and increasing his physical power. If the forge is hit 

with ‘Smith's Hammer’, a gout of flame spews from the opening, 

dealing damage to all enemies in a cone in front of it. 
Forge Enemy | Ultimate Vulcan hits an enemy with his anvil, causing them to buckle over 

on top of it. After a couple of vicious strikes, “shaping” the enemy 

god, one final blow sends the enemy flying back. The targeted 

enemy is stunned for the duration of ‘Forge Enemy’. 
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Let’s begin with the passive, ‘Smith's Soot’. 
Working at a forge is a messy Job, and one cannot 
help but be covered by soot. This layer of filth and 
grime assists Vulcan by cushioning the blow of any 
Crowd Control that prevents him from taking certain 
actions, also known as hard CC. ‘Smith’s Soot’ 
allows Vulcan to take some risks and wade into the 
midst of battle, not having to fear CC as much as 
other people do. It also promotes a style of play that 
revolves around cycling through his abilities quickly 
to get the stacks up as fast as possible. And in lane it 
provides an advantage, as he recovers quicker from 
CC than the enemy god might expect, giving Vulcan 
the opportunity to either run or counter attack. 

Vulcan Is a crafter through and through, and 
always carries his anvil with him. Not just a tool, the 
anvil makes an effective weapon in a pinch. Anvil 
Toss’ is as descriptive as It gets: Vulcan throws the 
anvil towards the targeted area and deals some 
significant damage as the solid block of metal 


collides with soft flesh. The damage is so painful 
The Official SMITE Magazine Issue #14 
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that the enemies hit are slowed as they regain 
their senses and bite through the pain. The anvil 
remains at the landing spot, and interacts with 
Vulcan's next ability: ‘Smith’s Hammer’. If the anvil 
is hit by ‘Smith's Hammer’, the blow of metal on 
metal causes a shockwave that stuns all enemies 
close to it. This combination, or just ‘Anvil Toss’ 

on its own, allows Vulcan to exert control over the 
enemy to a massive extent, not letting them get 
away from him as he hammers in their skulls. 

We briefly touched on Vulcan's unparalleled 
ability to wield a hammer, and ‘Smith’s Hammer’ is 
the result of the ages that he spent shaping steel. 
This ability is not much more than an immensely 
powerful downward swing of his hammer, but the 
sheer force behind it is frightening to behold. It 
is SO powerful that a target doesn't need to be hit 
directly to be damaged by it, all they need to be is 
close to the point of impact. On its own, ‘Smith's 
Hammer’ is nothing more than a source of burst 


damage, but combined with ‘Anvil Toss’ or ‘Summon 
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effects, as described in those skills’ descriptions. 

| ask of you, what is a smith without his forge? 
The answer is not a whole lot, and to resolve this 
issue Vulcan has learned to summon a smithy’s 
forge wherever he may be with ‘Summon Forge.’ 
Just the mere presence of the forge bolsters 
Vulcan, Increasing his power as long as he 
remains close enough to it. Hitting the forge with 
‘Smith’s Hammer’ causes the flames to spew out 
as the vibrations increase the pressure inside it 
tremendously, dealing damage to all enemies ina 
cone in front of the forge. Beyond the effects of the 
ability itself, the forge is a fully physical object and 
as such blocks both attacks and movement. It’s a 


durable object, but not indestructible, so enemies 


- 
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Forge it allows Vulcan to perform some interesting 


can attack the forge to remove the advantages it 
grants to Vulcan. Needless to say, Vulcan can only 
have one forge out on the battlefield. Summoning 
another one results in the first one disappearing. 
Finally, we get to Vulcan’s expression of rage 
and anger: Forge Enemy’. Vulcan is in a marriage 
where he loves his wife, but she tends to “stumble” 
into other men’s beds. Needless to say this breaks 
his heart over and over again, and he needs to vent 
this jealous rage. Pity the first enemy Vulcan sees 
when he hears of another of his wife's dalliances, 
as he will treat that god as nothing more than steel 
that needs shaping: placing the god on his anvil and 
hammering them in shape, only to throw away the 
resulting mess in disappointment. ‘Forge Enemy’ 


singles out an enemy god, as they are stunned the 


- = 


The GameOn Magazine 


| 
| 


OT ccc 


entire time this ultimate is channeling. This allows 
his team to catch up to finish the job or just burst 
them down with the immense damage that comes 
out. It also allows Vulcan to displace enemies and 
set them up for the rest of the team to collapse on. 
Vulcan Is a durable Warrior capable of putting 
out a lot of damage, but lacking a lot in mobility. 
This lack of mobility means that he would have a 
disadvantage in the jungle, but the durability and 
CC make him an effective, kill-focused support. The 
most comfortable place on the team would be the 
solo lane however, where his combination of damage 
and endurance allow him to sustain and outfight the 
opposing god. Combining the CC from ‘Anvil Toss’ and 
the obstruction of “Summon Forge’ can ensure he 
sticks to the enemy to put out the damage he needs 
to. ‘Smith’s Soot’ allows him to wade into the midst 
of the enemy team and not be too worried about 
what they can do to him. As soon as he meets up with 
team members, the combined damage and CC can 
ensure some quick and efficient kills, forcing a4 vs 5 
situation. It is important to remember Vulcan’s lack 
of mobility, as he is not unkillable. If he is caught out 
or focused by the enemy he has no way of escaping, 
short of buying a lot of movement speed or (Combat) 
Blink or using ‘Anvil Toss’ to slow the enemy as he 
tries to flee. ‘Forge Enemy’ could also be used as an 
escape, as it creates distance between Vulcan and 
the enemy that’s chasing, but it roots him in place 
for a couple of seconds and could actually buy time 
for the rest of the enemy team to rotate in. Vulcan 
is not a pick up and go type of god, but a menace in 
hands that can most effectively combine his skills. 
Here we leave the Smith of the Gods, his tale 
of both joy and sadness and his broken marriage 


and limb. The ugly one of skill, we salute you. = 


By Jorg van der Velden 
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Comic Concept by Jon V | Artwork by Gwendoline Martin 
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Artwork by Asim Shrestha 


The Official SMITE Magazine #14 The GameOn Magazine 


WALLPAPER 


Below, you can find our newest wallpaper you can use to decorate your desktop, 


tablet, or mobile device with. You could also print it out as a poster! 


~ 
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COFFEE BREAK 


SMITE STATS 


By SMITEStuff.com 


The guys and girls over at SMITEStuff have put together a set of statistics from this month in 


© SMITE that you may find interesting. They can be found below, but be sure to check them out! 


? The percentages shown below are the average of all games played between 20th April to 20th May. 


€ 


LEAST POPULAR GODS 
e Vamana - 1.85% 
e Nox - 2.00% 
e Osiris - 2.02% 


MOST POPULAR GODS: 
e Neith - 14.91% 
e Bellona - 14.36% 
e Ymir - 12.52% 
e Ares - 12.00% 
e Xbalanque - 11.89% 


e Zhong Kui - 2.04% 
e Awilix - 2.89% 


TOP 5 GODS FALLING IN POPULARITY 
e Sun Wukong - -56.93% 
e Nemsis - -44.35% 
e Ullr - -42.18% 
e Xbalanque - -35.16% 
e Fenrir - -33.56%% 


TOP 5 GODS RISING IN POPULARITY 
e Mercury - 37.77% 
e Osiris - 31.15% 
e Hou Yi - 30.98% 
e Aphrodite - 27.22% 
e Bacchus - 25.43% 


BOTTOM 5 SKINS 
e Ymir - Twitchymir - 0.19% 
e Xbalanque - Football Star 2014 - 0.32% 
e Xbalanque - Weltmeister 2014 - 0.67% 


TOP 5 SKINS 
e Geb -G.E.B. 1 - 38.26% 
e Nu Wa - Water Dancer - 38.22% 
e Isis - Scarlet Coven - 33.12% 
e Thor - Iron Gamer - 1.03% 


e Loki - Infiltrator - 30.91% 
e Artemis - Convention 2012 - 1.12% 


IT<S TUFF 


e Anubis - Stargazer - 30.63% 
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Newest God Release: 
Ratatoskr - The Sly Messenger 
See You Next Issue! 


